Abstract: Vocabulary mastery is the activity to enrich the vocabulary, they master the vocabulary in order to be able to master four language skills. Research design that will be used in this research is true experimental design (pretest posttest control group design).. The population of this research is the students' of SMA N 2 Metro Academic Year 2013/2014 that consist of 660 students. The sample is 60 students. As the sample, 30 as experimental class and 30 as control class. In taking sample, the researcher used the cluster stratified random sampling. The data collecting tehniques the researcher used try-out, pre-test, treatment and post-test. The data analyzing tehniques, the researcher used normality test, homogenity test and hypothesis test. The differences of both the tehnique are Scrabble Game can make the students feel enjoy, creative and have a challenge and Bingo Game gives the students opportunity to identify the word interestingly. Based on the data analysis, the researcher uses t-test formula. The researcher got the result of t observed = 3,69 and t table is 2.00. it means that t observed > t 
INTRODUCTION
The most important thing is students have to acquire English that involves four language skills; namely listening, speaking, reading and writing. But, being able to master those skills, the students need vocabulary. McCarthy (1990: 30) states that no matter how well the students learn grammar, or how Based on pre survey in SMAN 2 Metro, the researcher found some students' problem in English lesson at the tenth grade. The students consist of 30 students. There are 41% students did not passed the passing grade, so only 59% students passed the passing grade. It means that the students' vocabulary mastery is still limited.
In this research, the researcher wants to know which one more effective of the instructional media toward vocabulary mastery. Among the instructional media, game is an interesting media which is used. Hadfield (1996: 3) 
METHOD
The approach that used in this research is Quantitative approach. 
Accepted by Karwono (1992:77) 1. Write classes in piece of paper.
2. The papers is rolled and then put into the glass.
3. Then, the glass is shaken until getting rolling of paper out.
4. The first roll of paper will be the subject of the research as experimental class.
5. The second roll of paper will be the subject of the research as control class.
In this research the researcher used content validity. The researcher uses content validity because the test is used based on the content of learning material that is in curriculum and it is reasonable because the test involves the material learned.
The formula of validity is: The result of realibity in tryout test is r 11 = 0,90, so the reliabity of instrument is very high realiability.
In means that the instrument can be used in this research.
After giving the test and finding the result of the test, student's score pre test and post test will be taken by using normality test, homogeneity test, and hypothesis test.
The purpose of normality test is to know whether data distribution is normal or not. The formula that can be used is as follow: 
DISCUSSION
In this research, the researcher want to know which one is more effective between Scrabble and Bingo Game toward students' vocabulary mastery.
From the data in pre test, the result of normality test is distributed normally. It is showed from the experimental class X 2 ratio (2,72) ≤ X 2 df (7,81) and (11,3). Based on the data analyzing, it found that t hit = 3,69, α = 1% the t 
